



COVER ALL THE MEDIA BASES 




DEVELO 


MED A 


Online 


Print 


MAGAZINE 


GameDeveloper 




• Value: 

- Gets your name out in the community 

- Gets you seen as an innovator 

- Might help you to get partnerships 

- Helpful if you want to be acquired 
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fcAiMiEJlP.O! 


ENTHUS ASlT MED a 


Conso e 


Online 


Value 

- Perhaps the best exposure for your 
game in creating early sales 

- Strong endorsement for your game 
with fans 


TIPS ON WORKING WITH 
THE enthusiast MEDIA 


• You can get coverage -- from alpha to beta to final for 
all your titles: two rounds of previews as well as 
coverage of screens, for instance 

- Coverage runs from 1/8^^ of a page to 4 pages, depending on what 
you can offer 

- Assets are key: screens or original art, given on an exclusive basis 

• The next slide is also a handout in The Bohle 
Company folder 
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MAXIMIZING PRESS COVERAGE 
FOR A GAME TITLE 



PHONE AND EMAIL VERSUS 
FACE-TO-^AQE 

• How you get your title covered: \. 

- 2/3rds of the reason is around the quality of game \ 

- 1/3 on PR person’s push and persistence \ 

• Use a pro - either a person with some experience 
working inside the company, or a game specialty agency 

• Once your game is pretty far along, a face-to-face 
meeting with editors, where you first give them a demo 
and then let them try it out, is best 

- That means you travel to editor offices 

- Most are in the Bay Area; Los Angeles, New York, Minneapolis and 
Richmond, Vermont would also be stops for the thorough approach 
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STORY^IDEAS^OkGET CONTINUOUS 

COVERAGE Or^ 

^THE SITES 

• Game in development 


• Publisher named 

\ 

• Early screens 

\ 

• Previews 

\ 

• Final review 

\ 

• Developer Q and A 

\ 

• Tips & tricks 

\ 

• Awards the game has won 

\ 

• Promotions 
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FAN 


Title Specific 
Communities 


Type of Game 
(i.e. FPS or 
MMORPG) 


Professionai 
Gamers Sites 
(i.e.eSports) 




FAN SITES^YEN give YOU 
MORE CO\m^AGE 

• The most dedicated “fan sites” will post stories about 
minor changes to the game the most media wouldn’t 
consider “news worthy” 

- Patch changes, online servers status, competitions, etc"... 

• They can help you spread the buzz, but you will also 
have to give them something as payback 

- They will want free copies/subscriptions 

- Sometimes we can negotiate banners or other promotion in return 

• Games with particularly dedicated fans need a 
dedicated in-house employee to deal with fan 
questions 

- FPS and MMORPG games have fanatical communities 
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MEDIA 





Long Lead 

Short Lead \ 

Daily 



MAXIM 


Newswedi 

TIME 


\ 


£l|<^ Stm^f 


m 

\ 




Value: 

- Prestigious 

- Broadens the audience seeing reviews of your title hit to casual gamej-s 

- More visible to retailers 
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N»w, Video Ven-te 
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LARA CR0FN4AD COSTUMES, 

personalityTsex appeal 


Karate Lara 


ft 

Lara’s leather 


Lara s pillow talk 
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OFFER TO HAV^YOUR AGENCY 
SUPPLEMENT PUBbS|HER EFFORTS 

• Let’s face it: publishers usually have a “template” 
program designed to generate reviews for a title 
they’ve contracted out to a developer 

• That doesn’t usually get the developer much press 
credit 

• And, the publisher’s PR team does not have the 
budget for more than straight up reviews 

• We’ve worked with several developers to supplement 
publisher efforts 





MEDIA TOLTRAPPOINTMENTS 
THE NEXT-QAY 

• Some writers have less time for off site events 

• We booked them for interviews with Vicarious Vision 
executives the next day 



G4TV 





KRON 4 


San Jose Oakdandi San Francisco' 


The Boy Ama'B News Stalkmi 
ON^IR & ONLIt^E 
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BEYOND PRODUCT REVIEWS: 
PITCHNG FEATURE STORIES 

• This advanced PR technique offers a way for \ 

the developer to get more coverage \ 

• Features must be offered on an exclusive basis \ 

• They have to give the writer a new angle 
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Starlribune 


KIDS Al^ SPENDING BIG BUCKSL 

» PmpIb ia ^ wder ffi^d SiEQ hlUliHi ^ruiflEiif nrtfcfwtar Diltimi nfll*eft;e-£&DO Mton n spcnd^■^?pf^yK?er. 

■ UL5, c«f [wrBtl«fiBi^efKi men ttian ^12 ba^fi ntf ^ea in c^liten, vmi» ITi^ arnouJiJ; tfie^' spenllO ^ars-sgix 

* Arrurk V i ohOdMU^arthinw-, nf\ Jlvvaga, aUmniK 40 Imubk utolaclTHTtc dnd prJnIpd -m-Billi po wsuk. 

' Amwitartp imdsr ^ eomd Or# IlniGS men irwiwy ttian Ot^lr pmifts did at thstsflo. Hie f^tesl girowing banhruDbc^ rois^faiind 

firiits unrtfM-'SS. 
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Htftaccivitv gTVK 
lefajifi a aversion 




usic festivals have a video game plan 


the fajifi a 


musanrc k 
?fiM 7 rj‘*rytdK> 

TTHduorruJui 

iHlruondv 

IiiiUMJuc&a £7 
vuu afi ai j 


AiU 


i ig ii fni^ 

. DajJM 


VMMiJLw\tamA»^ 
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Sljc Jlork Stmes 


I- ! K'Jfmif. f JE &A4 M .^ifWi 


I Circuits I 


Jlf Ih.M. ,Tmwwmm;.m „ . ^ ,. , mm^ Chi ■Em. LrfAii W*. . 
« 1 •— dUrO. L Uj> l^ti^ ] TU lU 4 Ukx ib^k.nviUrFwr 

Ull.MBkdlli'ri4Pik.|jk4iLlf^lHj JaitVMECdbl Hot 


A Choice of Bad or Worse, in an Impassive World 


: 'll iTtM. ihA 

P«>: 

-. ■ h -JUM Uf^ kJW A* 


■TWlHIWK^ 


b^fS -inpl 
V*U.m 


J uiLi. EOfljcrTiu,^ L 

huLDfarfiiL Tfe ^ Jarip*.- 

rMrEwIiTYics LJirow iliiji i^nPtam, J 

kiiinr rti bd; J" 

PMSinS. Aaa ihn *"■= ’i^htr in 

Jifrth ilirrcre-Tj tf»jianic ■ 

(stairs !indnrtj,^Si^^“^>*MiiaS«dnr J 


p.--i#.4*3Lr™rT’< -' 

KUn'Vnt^UMyHR ->* ■ 

~ ■■ Hi|.^IL' ■ r«. 
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Vicanous 


Visions 




Game Company 
Returns Crash 
To Animation Roots 


ComputeiGraphics 

The Me^ezifTB for Cu-nlenE Profa isfoniirs W/C f J -Cf 


SPEAKINd OPPS CAN BUILD 
COMPANY R^PLI^TATION 

• Another way for developers to get visibility is through 
speaking opportunities 

• Instead of going for a solo placement, suggest a 
panel, where your spokesperson would be one of the 
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TIPS ON PITCHING YOUR GAME 
TO CONSUl9lE^ MEDIA 


• Start an editor data base 

- Make notes; you have to know who reviews your type of title 

- Learn the wire reporters and syndicated freelancers, guys that 
can have their reviews picked up by 10 - 100 other papers 

• Make your pitches personal 

- Reference other reviews the editor has done 




• Keep email pitches short M > Uli l i t l i i f i 

• Get immediately to the points that differentiate your 

title .S.CKEF-FS.MOVirjrLRXl HEWS SERVICE 

• Call three or four days later to check, but don’t over 
promote your title, beg or nag the writer 





• Value: 


ZDNet 


GENERATING W PLACEMENTS 


- Opportunity for mass exposure 

- Visual media; brings your game to life 

- Can start a consumer buzz that pumps product sales 
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TIPS ON GETTINOTV EXPOSURE 


• Think visual; talking heads are boring; suggest a 
prop: 

- A peripheral such as a driving wheel 

- A flight jacket representing the military branch in an aviation title 

• Provide high quality running footage of the game 

• Get the reporter involved in the demo 

- Pre-brief him on game features 

- Arrive early enough to engage in conversation 

- Find out his own interests and game knowledge 



B-ROLL FOOTA^ : ESSENTIAL 
FOR TV COVERAGE 


• Offer B-roll of your studio, showing people at workv 

and the game in development \ 

• Film a few practiced sound bites with the developer 

• Make an articulate spokesperson available for in- 
studio interviews 
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NYKO TV PLACEMENTS 
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TIPS ON D 


G EVENTS 


• Events can be pretty expensive; pick and choose the 
titles you want to promote, carefully 

- Our event helped Infogrames win the PC license for Warner 
Bros.titles 

• Pick a media capital, if you want lots of attendees 

- Sometimes generating a buzz is more important than press 
coverage 

- For the launch of 3DO, Trip Hawkins had us invite developers as 
well as press 

• Alternately, do your event in a small city and send b-' 
roll to the other markets 




MAKING YOlJR MARK AT 
TRADE Shows 

• One of the advantages of E3 is that hundreds of 
editors attend 

• The disadvantage is that participation is costly, so 
you need to make every dollar spent effective 

• The best way to see a lot of editors is to have a booth 
- or be part of someone else’s 

- Last year, we managed 1 25 interviews for 
an unknown MMORPG company 

• Location is key 
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I * Foi eager gamers, 

JH irLUM 113 third instalment 




Doom 


all its gory 


Ufliers 

revisit 




MEH2JJ ITE Texa* - Dk m 
us( WTnnd thr nmwr 
^ IMfc t^n iJ, ^ 

IfiiK mF iitfiftti, 

tiLh 'tij erumh ta 

rexh C4JI at tht :;la5- 
rru vKlK inofLJxir ind ikth 

hiTL E l»t: H* 
Ui.i|J|h iiriviHiSl^ 

rrjfMlrJ^ ijlt'bits 
itK-bc^tDard tD m 
iDafl. ijbcmL and 
tvadt 
TU PM •.'41 rit»i? 
makb tnn'fliif IliiVf vi- 
LKint, th^ i£r»M. tutru 
Ubud-jrd, acid Wlbi ddr 
w:cr EaJt. Tm dna4' hr 
pconHaiEH -as a cnvi^ce 
cun-i biJc-WK-rf HscoriM-- 

riTPMkii.fil iharwajEuj- 
fu^a^mjiJur^ltuaDer la 
yrara. 1^ a ma^Kf of lhc -ih- 
nuB -wrvTiH. 
irl<.SH-^rfai nviir Il^7 


is a long-awaited 
license to make 
mcga-mayhem 

[Sv Dtf hcavb jrniKl 
Llijraiifs ju ihey ore [htl: 


VMf ItTTDBft EDEwHinJ 
Dkk then. WMny 


Maos nu*En;'J1niVdljt:i. r^jniJilg 

ami nf U ScJtwasr 


le\^ls. Dj^ then. 

rther rtrna btmnJ i 

'Vr^iri-.'' ac cntt 

pii^>i.'iiiikt£ idt dV- rtkin 

iladiii-Dl rlMkiram Iteper- 
HA ihoatHz: Mav n- «' 
ehH a di? su aciii fn Ihr 

SvriPQW 

Ihi- liijjftli DOiK -cui- 
ii i tTiaaa of diri lial 
uiRti huFtlH d' llal. 
tkdcy drnHna thalKwed 
2 ^ Iftet pTB-Utr. 

lMri>i'^-kily cAulKiif, 
[hMii ytno fciC ^gt£ 

if ICS. ruYie. At K- 01 

aid-vkriefKe jrmps. When 
lycd tBuced a BunBln. t 
didrft juit drrcppr4i - 
biixd inclb.4/ 1 ItjikIi n&w. 

liX ihf fif«-gfnefjmcii 
r\ufi hat aa irbr fewciiv 
and nEvlnir U a. .aumifr 
UDdoKDttf. wllh zmiaiie- 
rip mF ibcw-ijim^viiinjl 
aejcunr as Ikafted-pul enf-is ikm 1 inyilii^wi i>r 
iijtK' MiMvd andrmped numd 


TIPS PITCHING THE 
BUSINESS"P^S 

• story must have a business/economic angle 

- Different business model, revenue strategy 

• Explain what is different about how your company 
operates 

• Money talks; expect to give revenue numbers 

- Note: company must be profitable, growing; CEO must be visionary 

• story MUST be offered exclusively; these magazines 
are highly competitive 

• See The Bohle Company hand out on “Pitching the 
Business Media” 
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A FINAL TIP>QO A COMPANY 
POSITIONING^UP FRONT 

• If your company is considering a bigger PR effort, 
here’s a final tip: 

• Before you invest money in a PR effort, you want to 
get your company positioning down 

- What differentiates your title, your company from every other 
developer? 

- What are the key messages you want to get across, so other 
publishers know your specialty? 

• The Bohle Company offers a one-day positioning 
meeting that gets everybody thinking - and all 
spokespersons on the same page 


Sue Bohle 
The Bohle Company 

sue(3)bohle.com 

(310) 785-0515 EXT. 223 
www.bohle.com 
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